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INSTRUCTION BOOKLET 


Rotate the block, 


mark cubes... 


Shape uncovered! 


Mark and remove cubes to solve each puzzle 
In Picross 3D™, you remove cubes from a block to uncover the shape hidden within. 
Mark cubes that are part of that shape so that you don't accidentally remove 
them, remove all the ones that you know aren't needed, and you'll reveal shapes 
of various objects, animals and more. What kind of shapes could be in store? 
Play the game and find out! 


Some of the cubes in the block form a hidden shape. 
The hint numbers written on different rows and columns 
indicate how many cubes in that row or column are 
part of that shape. 


group of cubes cubes separated containing cubes you can hint. Two of the cubes in hint. There are only four 
that can be by a space of at definitely mark off as part of / this column are already cubes left in this row, so 


marked as part least one cube the hidden shape. The top marked, so the rest can they can all be marked. 


3 “й з 
These indicate ш These indicate 
a continuous y two groups of First, find rows and columns | Next, take a look at the @ Now take a look at the 4. 
w^ 


of the puzzle (in (in this case, one апа bottom 5 here can all / Бе removed. 
this case, three). cube and two be marked. 
cubes). 


These indicate three or more groups of cubes separated 
by a space of at least one cube (in this case, three 
separate single cubes). 


е Remove and mark cubes 


Press and hold buttons while touching cubes with the 
stylus to mark or remove them. 


Three separate cubes are The 2 hint rows should have Finally, remove the leftover 


Mark already marked in the |31 two cubes in sequence. Find | cubes in those two rows, 
Touch a cube Tauch:a cube column, so the remaining which cubes those could be / and the puzzle is complete! 
г while holding =) cubes can be removed. and mark them. 


P while holding < " E 
or G9. p or ©. 
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Ti seal is your assurance that Nintendo 
has reviewed this product and that it 

has met our standards for excellence 

in workmanship, reliability and 
entertainment value. Always look 

for this seal when buying games and 
accessories to ensure complete com- 
patiblity with your Nintendo Product. 
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Thank you for selecting the PICROSS 3D™ Game Card for the Nintendo DS™ 
systems. 


IMPORTANT: Please carefully read the separate Health and Safety Precautions Booklet included with this product 
before using your Nintendo DS system, Game Card, Game Pak or accessory. The Booklet contains important 
health and safety information. Please read this Instruction Booklet thoroughly to ensure maximum enjoyment of your 
new game. It also contains important warranty and hotline information. Always save this Booklet for future reference. 


This Game Card will work only with the Nintendo DS systems. 


IMPORTANT: The use of an unlawful device with your Nintendo DS system may render this game unplayable. 


HAL 


© 2010 HAL LABORATORY, INC./NINTENDO. 
TM, ® AND THE NINTENDO DS LOGO ARE TRADEMARKS OF NINTENDO. 
© 2010 NINTENDO. 


THIS GAME ALLOWS WIRELESS DOWNLOAD 
OF THE DEMO VERSION 


WIRELESS DS MULTI-CARD PLAY 

THIS GAME ALLOWS WIRELESS MULTIPLAYER GAMES 
WITH EACH NINTENDO DS SYSTEM CONTAINING A 
SEPARATE GAME CARD. 


NINTENDO Wi-Fi CONNECTION 
THIS GAME IS DESIGNED TO USE 
NINTENDO Wi-Fi CONNECTION. 
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ШІ My Picross.........................-. 22 
Getting Started ....................... 22 
Original Mode .......................... 24 
DS Wireless Communications ....28 
Nintendo Wi-Fi Connection ........ 33 

Bi Settings .............................-. 35 

Bl Techniques ............................ 36 


Note: Please refer to "About Saving” » P. 15 for 
information on saving data. 


* 
Level 1-D 


In this Instruction Booklet, images showing the top screen have a 
F above them, and images showing the Touch Screen have a Ы 
below them. 


The in-game language depends on the one that is set on the console. In this game you can choose between 
five different languages: English, German, French, Spanish and Italian. If your Nintendo DS system is 
already set to one of them, the same language will be displayed in the game. If your Nintendo DS system 
is set to another language, the in-game default language will be English. You can change the in-game 
language by changing the language setting of your console. For further instructions about how to change 
language settings please refer to the Instruction Booklet of your Nintendo DS system. 
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This game is controlled using both the stylus and buttons. Information on detailed 
puzzle-solving controls can be found in the Solving Puzzles section » P. 8. 


Note: Controls referred to in this Instruction Booklet are based on the default game settings. 


о 
В o Хва 
Hr Е IRE Ruso 


| ІС вот 
Т ввшно | 
[v START 


Озат Display the Pause Menu 
к 2 


СУ +Control Pad = = 


General controls 


е The illustration above shows a Nintendo DS™ Lite system [USG-0011. When using another Nintendo DS™ 
system, please refer to the Operations Manual that came with your system along with this Instruction 
Booklet. 

* |f you close your Nintendo DS system during play, it will go into Sleep Mode, greatly reducing battery 
consumption. Reopen your system to end Sleep Mode and resume play. 
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» Selecting and Confirming Menu Items 


Touch items and icons in menus to select and confirm them. 
Some items will be selected after a single touch and confirmed 


| 4% Controls |0" Sounds 
after a second touch. я 


-— 
Background |= 3 
— 


Common icons 


© Continue to the next screen. 
Return to the previous screen. 


» Puzzle-solving Controls Touch while holding buttons 


While solving a puzzle, cubes are 


A Confirm the selected items or options. 


removed or marked by touching them L R 
while holding certain buttons. Either ҚА — Remove cube 
the «Ф Control Pad or buttons (the 
X Button, Y Button and so on) can be % 
ls 2 
Note: The functions of the buttons on either © 
side of the Nintendo DS system are laid out 
symmetrically. a Place cube D 


used. - =+ Mark cube 
(Original Mode) 


Note: These are the default controls. Control settings 
can be changed by touching CONTROLS on the Settings 
Menu > Р. 35. 
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Picross 3D is a puzzle game in which you use numbered hints to remove small 
cubes from a larger block, revealing a hidden shape. 


» Viewing the Block 


The block is made up of rows and columns of cubes extending horizontally, vertically and 
into the depth of the screen. Hint numbers that tell you which cubes can be marked and 
which can be removed are found on the faces of the block. 


І Depth Vertical І 
The faces of the block The upper and lower 

that extend from its faces of the block. %) 
front to its back. 

І Ніпёз Horizontal | 
Numbers written on the block. The left and right RY 
There are three different types faces of the block. ы 

» P.10. 
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» Rotating the Block 


Slide the stylus on the Touch Screen to rotate the block 
and view it from different angles. The block can be rotated 
360 degrees to the sides and 180 degrees to the top and 
bottom. 


Ensuring accuracy 


-Р11 


* Please refer to the instruction manual for your Nintendo DS system 
for more information on how to calibrate the Touch Screen. 

* The screen shown here is from a Nintendo DS/Nintendo DS Lite 
system. 
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Hints are numbers that indicate the number of cubes in a row or column that are part of Touch a cube while holding up on the * Control Pad or the 
the underlying shape. There are three types of hint: normal hints, circle hints and square X Button to remove it (break it off the block). 
hints. Each type indicates a different pattern of cubes. 


р Continuous Removal 


р Normal Hints [S] One continuous group of cubes that can be marked 


If you want to remove multiple cubes from a row or column, 


rotate the block so that the first cube is facing you, then hold 
=> or up on the * Control Pad or the X Button and touch and hold 
the stylus against the Touch Screen. Cubes underneath the 


For the hint 131... ...there are three cubes in a row. first one you touched will be removed until you lift the stylus. 


р Circle Hints [81 Two groups that can be marked, separated by one or more cubes 


Look for rows or columns you can mark or remove entirely 


T А {© hint number indicates that you can remove all cubes in that row or column. Also, 
= a hint number that equals the number of cubes in a row or column indicates that you 


For the hint (9)... ...there is a group of two cubes and a single cube. can mark all the cubes in that row or column. 
i ll cubes in the row/column 
y Square Hints Three or more groups that can be marked, each separated by one or more cubes 0 means a 
bs = can be removed. Ts 


For the hint [8] = A В on a five-cube row/column means ГЫ 


all the cubes can be marked. 


For the hint |Б = Rows or columns with @ and [8] hints og B 


that are laid out as shown can also have 


all cubes marked. | 
Note: There аге other possible permutations for [5] than the example shown. 
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» Marking Cubes 


Using the hints, you will be able to work out which cubes can remain in the block as part 
of the underlying shape. Marking these cubes by touching them while holding right on the 

* Control Pad (or touching them while holding the Y Button) will prevent them from being 
removed. This helps avoid making mistakes when removing adjacent cubes. 


Marked cube 


Marked cubes can be unmarked 
by repeating the same process. 


If you mark cubes in a completed row or column... 


Marking the remaining cubes in a row or column in which you 
have removed all unwanted cubes according to the hint will 
make the hint itself turn grey. This indicates that this row or 
column has been solved, and that you don't need to mark or 
remove any more cubes in it. 


Completed row 
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Larger puzzles will consist of blocks whose inner cubes cannot 
be reached without removing cubes from outer rows and 

columns first. Since you don't want to remove cubes just for 
this purpose, tools called slicers are provided that allow you 
to hide sections of the block temporarily and see inside. 


І Slicers 
One is red, the other blue. 


р Using Slicers 


Slide the slicers in the direction you want to hide slices of the block. Touch the slicer twice 
quickly to return it to its original position and reveal all of the cubes again. 
Note: Only one slicer can be used at a time. 


...and slices of the block Touch the slicer twice 
will be hidden from view, quickly to display all 
allowing you to mark or cubes again. 

remove inner cubes! 


If you want to see inside 
the block, slide the slicer... 
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=. 
ЕЕЕ цаца 


Make sure your Nintendo DS system is turned off. Insert the Picross 3D Game 
Card into the Game Card slot on the back of the Nintendo DS system and push 
until it clicks into place. 


Turn the power on. The Health and Safety Screen shown to the | a asc. uencrs ano sarete 


right will appear. Once you have read it, touch the Touch Screen. BEFORE PLANG. EAD THE HEALTH 
AND SAFETY PRECAUTIONS BOOKLET 


When using a Nintendo DSi™/Nintendo 0517“ XL system, FoR HECRTANT neORHATEN 
ABOUT YOUR HEALTH AND SAFETY. 


simply touch the Picross 3D icon to start the game. 


TO GET AN EXTRA COPY FOR YOUR REGION. со ONLNE AT 
жез пәлеге com/heaithiatety/ 


А When using а Nintendo 05/05 Lite system, touch the 

PICROSS 3D Panel to start the game. If the Nintendo DS/ 
DS Lite system's Start-up Mode is set to AUTO MODE, 
this step will not be necessary. For details, refer to the 
Instruction Booklet for your Nintendo DS/DS Lite system. 
Note: "Nintendo DS system" is a catch-all term which is used to refer 
to the original Nintendo DS, the Nintendo DS Lite, Nintendo DSi and 
Nintendo DSi XL systems. 


» Selecting a Save File 


If this is your first time playing Picross 3D, touch NEW on the 
Save File Selection Screen. Sign your name on the Touch Screen 
and touch OK to create a save file. Touch the icon for your newly- 
created file to display the Main Menu. Up to four save files can be 
created. 

Note: You can change your signature later from the Settings Menu > Р. 35. 


14 + Picross 3D 


The Main Menu will display four or five items, depending on whether 
or not quick save data is present. Touch an item to select it. 


Ea 


My Picross È Ра] а. 
CCH 


PUZZLES > P16 Solve Picross ЗО puzzles. 

GALLERY » P20 View the shapes and animations unlocked by solving puzzles. 
Create original puzzles and exchange them with friends via 
DS Wireless Communications. You can also use Nintendo 
Wi-Fi Connection to enter themed puzzle-creation contests 
and download additional puzzles. 

SETTINGS » P35 Change game settings and erase save files. 


QUICK SAVE - p.18 Displayed when quick save data for a puzzle is present. Touch 
DATA ** to continue solving the puzzle. 


МУ PICROSS »р 20 


қ C joints, such as ; when lve a puzzle or 
ch gs. To erase all save files and saved puzzles > P. 24, hold the А, B, X, 

Y, L and R Buttons simultaneously on the Main Menu. Once erased, data cannot be 
recovered, so please be careful. y 
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Select a course and difficulty level. If this is your first time playing PicRoss 3D, try 
starting with the tutorial to learn the basics. 


» Playing a Puzzle 


Touch PUZZLES on the Main Menu, then select a course. Only TUTORIAL and EASY are 
available at first, with more courses becoming available as you progress through the game. 
These include more difficult puzzles, as well as an option to play a selection of randomly 

chosen puzzles. 


р Select а Level 


From the Level Selection Screen, select a puzzle level (the tutorial 
also contains tutorial sections that can be selected). Solve a 
certain number of puzzles within each level to advance to the next 
one. 


LETS 
) Level 3 — 


d j 


a large Puzzles 


р Select a Puzzle 


On the Puzzle Selection Screen, touch a puzzle to select it, then 
touch it again to confirm your selection and start solving it. If you 
select an already-solved puzzle, your clear time, number of mistakes 
and the hidden shape of the puzzle will be displayed on the top screen. 
The COLLECTIONS » P. 20 item will also be displayed on the Touch 
Screen. You can also check how many stars » P. 18 you earned for 
each solved puzzle on this screen. 
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» Solving the Puzzle 


Use the hints on the block to determine which cubes are not part of the underlying shape, 
then remove them. It counts as a miss if you accidentally remove a cube that is part of 
the shape. Miss five times and the game is over. The game also ends if you run out of 
time. When the game ends, you will be returned to the Puzzle Selection Screen. 


The Puzzle Screen 


Timer 


Shows the time elapsed since 
you started solving the puzzle. 
Time is up when the clock 
hands advance into the red 
section. Earn more stars by 
solving the puzzle while the 
clock is still in the green! 


Level 4-B 


І Misses М-і 
For every mistake you make, 


one Sg will change into а Ё. 
If all the icons change to Ё, 


the game is over! Pause Icon 1 
Touch to display the Pause 
[ Control Indicator Icon Menu » P. 18. 


Use the buttons indicated j} 

to perform the cube removal Miss Cube 

(fà) and marking() actions. ] Й Cubes you tried to remove І 

m pu using tne A, B, x J fh = 1 || that are part of the shape will 
an uttons, the controls | appear cracked and be marked 


are displayed on the lower-right ; 
of the Touch Screen. паша M iud They cannot pe 
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р The Pause Menu 


Touch the Pause icon or press START to display the Pause Menu. 
Touch the Back icon to return to the puzzle. 


Restart 
Quit 


Quick Save 


Settings 


RESTART Start the current puzzle over again. 


Quit solving the current puzzle and return to the Puzzle 


Suv Selection Screen » P. 16. 
Save your progress in the current puzzle and return to the 
Main Menu » P. 15. To continue solving the puzzle later, touch 
QUICK SAVE GUICK SAVE DATA from the Main Menu. 


Note: Only one quick save can be saved at a time. Quick-saving a 
different puzzle will overwrite the previous quick save data. 


Display the Settings Menu » P. 35. 


SETTINGS Note: When viewing the Settings Menu from the Pause Menu, only 
the CONTROLS, BACKGROUND and MUSIC options will be available. 


» Clearing a Puzzle 


The puzzle is cleared when you remove all cubes that are not part 
of the underlying shape. The revealed shape can be viewed from 
the COLLECTIONS option in the Gallery Menu > P. 20. 
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р Stars EN 


As you solve puzzles, you will earn stars. You get more stars for 
completing puzzles within the green time limit (GOOD TIME! is 
displayed) and without making any mistakes (NO MISSES!). Once 
you earn a certain number of stars on each level, bonus puzzles 
are unlocked. 


Number of stars earned and how to earn them 


Clear a puzzle without achieving any of the special clear 
conditions below. 


NO MISSES! ** Clear a puzzle without making any mistakes. 
GOOD TIME! жж Clear a puzzle within the green time limit » P. 17. 


Clear a puzzle within the green time limit and without making 
BERGE CT: ЖЖЖ any mistakes (a combination of NO MISSES! and GOOD TIME. 


WELL DONE! * 


ГІ Bonus Puzzles and Challenges 


The numbered panels on the Puzzle Selection Screen represent 

unlockable challenges. The number on the panel will go down as 
you earn more stars on that level. Once the number reaches 
zero, a bonus puzzle will be made available to solve. The rules 
for bonus puzzles are the same as for normal puzzles » P. 17. 
As you progress through the game, special One-Chance 
Challenges (where you must solve the puzzle without making 

а single mistake) and Time Challenges (where you add time 

to the time limit by correctly removing cubes) will become 
available on the Level Selection Screen. 
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Touch GALLERY on the Main Menu to display the Gallery Menu. From here, you 
can view shapes from completed puzzles in themed collections. 


» The Gallery Menu 


Ей Collections - 
ШШ 


There аге three options. Only COLLECTIONS will be selectable at 
first, but as you progress through the game the ??? options will 
be unlocked. 


Note: You can also view collections by touching COLLECTIONS on the Puzzle 
Selection Screen > P. 16. 


» Collections 


Collections allow you to view shapes from completed puzzles in themed sets. Touch 
a collection from the Collection Selection Screen and a preview of the shapes in that 
collection will be shown on the top screen. Touch the collection again to display the 


Collection Viewing Screen. 
Collections СЕНДІ 


жа Collection ] 


A? indicates a collection that 
you have not collected any 
shapes in yet. Clear at least 
one puzzle in that theme to 
make the collection available. 


І Change page 
Touch the page name icons like 
to view other pages of 
collections. Touch < or В» to 
move back or forward between 
pages. 
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р Viewing Shapes 


Touch a shape and its name and description will be shown on the 
top screen. The shape will animate on the Touch Screen. Slide the 
stylus on the Touch Screen to rotate the shape. Hold the L Button 
or the R Button and slide the stylus up or down to zoom in or out. 


Animation Icon 


Touch to turn the anima- 
tion off EJ or on Ed. 


Have Fun with Shapes and Collections 


Completed puzzle shapes are added to themed collections. 
There are many different themes, each of them fun and quirky! 
The title of a collection is displayed once you've solved all the 
puzzles for that theme. Can you work out what the theme is 
before you've collected all the shapes? 

Every shape has a comical animation to enjoy. You can rotate 
and zoom in on them to get a good look. Some shapes even 
have little hidden details that you can only see if you take a look 
at them from all sides! 
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ÅT 

In My Picross Mode, you can create original puzzles, share puzzles with friends 
and more. The first time you use this mode, you will have to enter a nickname 
for yourself. This nickname is added to all the puzzles you create and will be visible 
to other players you exchange puzzles with. 


> Enter a Nickname 


The first time you touch MY PICROSS on the Main Menu, the Nickname Entry Screen will 
be displayed. Touch a character to enter it. Once you've entered your desired nickname, 
touch OK to continue to the My Picross Menu. 


Touch A/1 for basic alphanume- 2 
ric characters and punctuation, : М 

or А for accented letters and 2 Touch to delete one character 
other special characters. at a time from the end of the 
entered nickname. 
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» My Picross Menu 


There are five items available on the My Picross Menu. 
Touch one to select it. М2 Original 


—— Ф| 
Iz; Nintendo WFC ME 
TU Res 4 
Nicknome | 


* 


Create original puzzles and play puzzles received in 
SISIEIREAL » P.24 DS Wireless Communications Mode or Nintendo WFC Mode. 


DS WIRELESS »P.28 Exchange original puzzles with friends and send a trial version 
COMMUNICATIONS of Picross 3D to friends who do not yet own the game. 


Submit your original puzzles to themed contests and down- 
ставаше load additional puzzles. 
NICKNAME 


Change the nickname you use in My Picross Mode. 
HELP View help on creating original puzzles. 
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Å 
Touch ORIGINAL on the My Picross Menu to display the Original Mode Menu. 
From here, you can create and play your own original Picross puzzles. You can also 
play puzzles received from friends or downloaded via Nintendo Wi-Fi Connection. 


> Original Mode Menu 


Touch an option to select it. 
Note: Up to 240 puzzles can be stored here. This total includes created 
puzzles, puzzles received from friends and puzzles downloaded via Nintendo 
Wi-Fi Connection. 


| Number of puzzles stored ] 


Create an original 
puzzle 

Solve a created / 
received puzzle 


Touch NEW to create a new puzzle » P. 27. 


Touch a puzzle, then touch SELECT to solve it. You can also 

EDIT, COPY or DELETE puzzles by touching those options. 

Each time you touch the purple icon, the order of the puzzles 
will change from DATE to TYPE to CLEAR (uncleared puzzles 
come first) and then back to DATE again. 


Re-order stored 
puzzles 


Note: Puzzles you create or edit in My Picross Mode are saved under your nickname, but storage 
space for puzzles is shared between all save data files. This means you can delete puzzles created by 
other users sharing the same copy of Picross 3D. You cannot edit other users’ puzzles, but if you play 
and then clear them you will be able to create a copy that is saved under your own nickname, which 
you can then edit. 
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» Creating a Shape 


A 10x10x10-cube area is available for creating puzzle shapes. You can add cubes, paint 
them and apply stickers to them. Access the Pause Menu > P. 27 to save or discard your 
shape. 


| Original | 
І Shape Name 4 Number of Stickers 1 
Up to 10 stickers (including 
eyes, patterns and more) can 
be stuck on the shape. 


Shape Check 1 


Indicates whether or not а vi- 
able Picross 3D puzzle can be 
made from the shape you have 
created. v means the shape 
can be made into a puzzle, while 
x means it cannot be made 
into a puzzle in its current form. 


Displayed while editing the 
shape. 


І Block Size 


Indicates the current height, 
width and depth of the block 
that will contain the shape you 
have created. 


І Pause Ісоп 


І Control Indicator Icon 


Use the controls indicated to 
place cubes (3l), remove them 
(Å), colour them (09) and 
place stickers on them ([8)) 
>P.26. 


Outline Display | 


Touch to turn the cube outline 
display on or off. 


The screenshot above shows an 
example of the kind of shape you 
can create. 
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р Place and Remove Cubes 


Hold left on the + Control Pad or the A Button and touch 
a face of an on-screen cube to attach a cube to that face. 
Touch a cube while holding up on the Ф Control Pad (or touch 
it while holding the X Button) to remove it. 


р Colour Cubes and Add Stickers 


Hold right on the ч Control Pad (or hold the Y Button) to display the colour and sticker 
palette on the Touch Screen. Touch a colour/sticker panel on the palette, then touch a 
cube to colour it in the selected colour or apply the selected sticker. Touch the cube again 
to remove the colour or sticker. You can customise the colours and stickers that appear 
in the main palette by touching any panel in the palette twice, and selecting a new colour 
or sticker from the expanded selection that appears. The selected colour or sticker will 
replace the previous one in the palette. 


Colours 
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р Original Mode Pause Menu 


Touch the Pause icon to display the Pause Menu. The menu displayed in Original Mode 
is different from the one that appears in Puzzle Mode. 


CLEAR Remove all placed cubes and start from scratch. 

QUIT Discard the puzzle and return to the Original Mode Menu > P. 24. 
Save the shape in progress and quit. Work-in-progress 
shapes are marked with @ on the Original Mode Menu 

and cannot be played. Touch a saved shape on the Original 
Mode Menu and then touch EDIT to continue working on it. 


CREATE Create a puzzle from the shape created. 


» Creating Your Puzzle 


Once you've designed your shape, touch Еилат арале тог але shape 
CREATE on the Pause Menu and follow the -- я 
steps shown to the right. Опсе the steps Select a background to be displayed 
are complete, a Picross 3D puzzle will be while solving the puzzle 
created from the shape you made! hd 
Select an orientation for the shape 
w 
Select music to be played 
while solving the puzzle 
w 


Puzzle complete! 


QUICK SAVE 


Steps to Finalise Puzzle 


Picross 3D • 27 


Picross 3D allows you to use DS Wireless Communications to share puzzles with 
friends. You can also send a trial version of the game to friends who don't yet 
own the full version. 


» The DS Wireless Communica 


Touch DS WIRELESS COMMUNICATIONS on the My Picross Menu to display the 
DS Wireless Communications Menu. There are three items available. 


RECEIVE PUZZLE Receive a puzzle created by a friend who owns Picross 3D. 


Send one of your own original puzzles to a friend who owns 


SEND PUZZLE Picross 3D. 


Send a single puzzle from the game as a trial version to up 


SANE VISTA Sst) to four people simultaneously. 


Communication Errors 


f communication is interrupted, such as when the power 
of one of the Nintendo DS systems is turned off, a com- 


munication error will be displayed. Touch the Back icon to eelda € 
return to the DS Wireless Communications Menu, then try Кн 


адаіп. 

For Nintendo DS systems receiving a trial puzzle (in other 
words, systems that do not have a Picross 3D Game Card 
inserted), press the B Button to end communications or 
wait for the other system. 


28 + Picross 3D 


» Sending and Receiving Puzzles (DS Wireless Communications) 


Read > P. 30 - 32 thoroughly before using DS Wireless Com- 
munications. 

To send a puzzle, touch SEND PUZZLE on the DS Wireless 
Communications Menu. Select a puzzle to send, then touch 
OK. When a recipient is found, touch SEND. To receive a 
puzzle, touch RECEIVE PUZZLE on the DS Wireless Commu- 
nications Menu. Touch the nickname of the player whose 
puzzle you want to receive, then touch YES to start receiving. 
Puzzles received through DS Wireless Communications can 
be accessed on the Original Mode Menu > P. 24. 

Note: |f the maximum of 240 original or received puzzles have already been saved, you will be asked 
o delete an existing puzzle to make space to receive a new one. Follow the on-screen instructions. 


» Sending the Trial Version (DS Download Play) 


Read » P. 30 32 thoroughly before using DS Download Play. 
To send the trial version, touch SEND TRIAL VERSION on the 
DS Wireless Communications Menu. Choose between ORIGINAL 
or BUILT-IN, then select a puzzle to send. The player who 
receives the puzzle can solve it once the download is complete. 
Note: Puzzles received via DS Download Play will be lost once the power 
to the receiver's Nintendo DS system is turned off. When sending to 
multiple recipients simultaneously, a communication error will occur 
if any of the recipients' connections are lost. 


Original | 
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» DS Wireless Communications (Single-Card Play) 


Here is an explanation of how to play using Single-Card Play. 


The Things You'll Need 
Nintendo DS system . 4... . beber n d de One for each player 
Рісновв-3-бате-Са---еседеттергегіеетіттетттттетгеітттн Опе 

Connection Procedures 

Host System: 


1. Make sure that the power is turned off on all systems, and insert the Game Card into the system. 
2. Turn the power on. The Menu Screen of the Nintendo DS system will be displayed. 


NOTE: In case you are using a Nintendo DS/DS Lite system which is set to AUTO MODE, skip the next step and 
go on with step 4. 


3. Touch the PICROSS 3D Panel or icon. 

4. Now, follow the instructions on page 29. 

Client System: 

1. Turn the power on. The Menu Screen of the Nintendo DS system will be displayed. 


NOTE: When using a Nintendo DS/DS Lite system, make sure the Start-up Mode of your system is set to 
MANUAL MODE. For further details on how to set up the Start-up Mode, please refer to the Instruction Booklet 
of your Nintendo DS/DS Lite system. 


. Touch DS DOWNLOAD PLAY. The Game List Screen will appear. 

. Touch the PICROSS 3D Panel or icon. 

. You will be asked to confirm your choice. Touch YES to download game information from the Host System. 
. Now, follow the instructions on page 29. 
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» DS Wireless Communications (Multi-Card Play) 


Here is an explanation of how to play using Multi-Card Play. 


The Things You'll Need 
Nintendo DS system . ЕН |... beer e dre One for each player 
Рісповз-3р-бате-Сап---есегегттіресергетіттеісгтіттеігеті One for each player 
Connection Procedures 


1. Make sure that the power is turned off on all systems, and insert the Game Card into each system. 
2. Turn the power on. The Menu Screen of the Nintendo DS system will be displayed. 


NOTE: In case you are using a Nintendo DS/DS Lite system which is set to AUTO MODE, skip the next step and 
go on with step 4. 


3. Touch the PICROSS 3D Panel or icon. 
4. Now, follow the instructions on page 29. 


Guidelines for Communications 

For best results when using DS Wireless Communications, follow these guidelines. 

The E icon is an indicator of DS Wireless Communications. It appears on the Menu Screen of the Nintendo DS 
system or Game Screen. 

The DS wireless icon indicates that the associated choice will activate DS Wireless Communications. DO NOT use 
DS Wireless Communications in prohibited areas (such as in hospitals, on aeroplanes etc.). When using a Nintendo DSi/ 
Nintendo DSi XL system in a hospital or on board an aeroplane, please ensure that DS Wireless Communications in 
the System Settings has been disabled. For further information regarding the usage of the Wireless Communications 
function, please refer to the separate Health and Safety Precautions Booklet included with your Nintendo DS system. 
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The |ШІ icon, which is displayed during DS Wireless Communications, 
is an indicator of the current wireless signal strength. There are 

four levels of signal strength. A stronger signal reception will provide 

smoother DS Wireless Communications play. When DS Wireless 0 1 2 3 
Communications are in progress, the power indicator LED of your 


Nintendo DS/DS Lite system or the wireless indicator LED of your 
Nintendo DSi/Nintendo DSi XL system will blink rapidly. 


Weak «——— — ———» Strong 


For best results, follow these guidelines: 


* Begin with the distance between systems at about 10 metres (approx. 33 feet) or less and move closer or farther 
apart as desired, keeping the signal strength at two or more bars for best results. 


* Ensure that the maximum distance between systems at about 20 metres (approx. 66 feet) or less. 
* The systems should face each other as directly as possible. 
* Avoid having people or other obstructions between the Nintendo DS systems. 


• Avoid interference from other devices. If communications seem to be affected by other devices (wireless LAN, 
microwave ovens, cordless devices, computers), move to another location or turn off the interfering device. 


* [n order to use DS Wireless Communications with Nintendo DSi/Nintendo DSi XL systems, DS Wireless 
Communications must be enabled in the System Settings. 
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My вара ein 


Connect to Nintendo Wi-Fi Connection and submit your own original puzzles to 
themed contests, download additional puzzles and more. 


If this is your first time connecting, touch Wi-Fi SETTINGS and set up your connection. Once you can 
successfully connect, touch NINTENDO WFC to proceed to the Nintendo WFC Menu. 


Note: When trying to connect to Nintendo Wi-Fi Connection, you may receive an error message saying 
that there is no access point in range. If you are using a Nintendo DSi/Nintendo DSi XL system, this 
can be caused by having wireless communications deactivated in the System Settings. Please check 
that they are activated before checking your router or other connection settings. For more information, 
refer to the System Settings section of the Operations Manual for your Nintendo DSi/Nintendo DSi XL 
system. 


Connecting to Nintendo Wi-Fi Connection 


Nintendo Wi-Fi Connection (Nintendo WFC) allows Picross 3D owners to access extra features and 

downloadable content via the internet. 

* To play Nintendo DS games over the internet, you must first configure Nintendo WFC on your 
Nintendo DS system. Please see the separate Nintendo WFC Instruction Booklet included with this 
game for directions on setting up your Nintendo DS system. 

* To complete Nintendo WFC setup, you need wireless internet access (such as a wireless router) and 
an active broadband internet account. 

• |f you only have wired internet access for your PC, you need a Nintendo Wi-Fi USB Connector (sold 
separately). See the separate Nintendo Wi-Fi Connection Instruction Booklet for more information. 

* Nintendo WFC game play uses more battery power than other forms of game play. You may prefer 
to use the Power Supply to prevent running out of power when using Nintendo WFC. 

* You can also play Nintendo WFC compatible games at selected internet hotspots without additional 
setup. 

* The Terms of Use Agreement which governs Nintendo WFC game play is available in the separate 
Nintendo Wi-Fi Connection Instruction Booklet or on the Nintendo website at support.nintendo.com 

For additional information on Nintendo WFC, setting up your Nintendo DS system or a list of available 

internet hotspots, visit support.nintendo.com 
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» Downloading Additional Puzzles 


Touch PUZZLE PACKS to download additional puzzles for the game. Puzzles downloaded 
here can be accessed on the Original Mode Menu > P. 24. 

Note: If the maximum of 240 original or received puzzles has already been saved, you will be asked 
to delete existing puzzles to make enough space to download a puzzle pack. Follow the on-screen 
instructions. 


|? Contests US| 
Contest No, 11 02229 
Touch CONTESTS to enter themed contests and download winning Contest No. 12 EEA 


entries from previous contests. 

Note: If the maximum of 240 original or received puzzles have already been 
saved, you will be asked to delete existing puzzles to make enough space to 
download winning contest entries. Follow the on-screen instructions. 


Contest No, 13 ERES 
Contest No, 14 SENI 
" 


* The CONTESTS item will become available once the first contest is open for sub- 
missions. 

* Contests are open to submission of your original puzzles only. Please do not submit 
puzzles created by other people. 

* You can only submit one puzzle to each contest. Resubmission of a new puzzle is 
possible, but your previous entry will be erased when doing so. 


Submitting a puzzle to a contest will allow other people to see your nickname and the 
shape name you entered when creating the puzzle. Do not use any important information 
that can be used to identify you personally, or any words that may make other people 
feel uncomfortable. 
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In the Settings Menu, you can adjust various settings (such as game controls, 
sound and backgrounds), rewrite your save data file's signature and erase your 
save data file. 


» The Settings Menu 


Touch SETTINGS on the Main Menu to display the Settings Menu. 


CONTROLS Customise the buttons used when solving and creating 
puzzles. 
BACKGROUND Change the background shown while solving puzzles. 
MUSIC Change the music played while solving puzzles. 
Set the sound output format (MONO, STEREO, SURROUND 
SOUNDS or HEADPHONES), listen to music and sound effects from the 
game, and optionally mute game sounds and music. 
Change the signature you entered when creating your save 
EE data file » P. 14. 
Erase your save data file. 
Ева Note: Puzzles saved іп My Рісгоѕѕ Mode will not be erased. 


Puzzle Backgrounds Giving Too Much Away? 


By setting the background to anything other than DEFAULT, the background itself will 
not provide you with any hints as to what the shape hidden in the puzzle is. If you don't 
want the shape to be spoiled by the content of the background, you may find this a more 
fun way to play the game! F 
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Once you get to grips with the hint number system, every puzzle in Picross ЗО can 
be solved through logic alone. Here are some techniques to help you solve puzzles 
without having to make any guesses about which cubes to mark or remove. 


» Examine The Block Row-by-Row, Column-hy-Column 


If you get stuck and don't know what to do next, go through every row and column in the 
block. There will always be at least one cube you can mark or remove next. 


» Count Normal Hints From Both Ends and Mark Overlapping Cubes 


For rows or columns with normal hints on them, a good technique is to count the number 
of cubes in the hint from one end and then from the other, and mark any cubes that overlap 
in the middle. For example, in a five-cube row that has a Ё hint on it, counting four 

cubes from the left end (Figure A) and then from the right end (Figure B) leaves three 
cubes that are part of both patterns (Figure CJ. You can mark these, as they will definitely 


be part of the group of markable cubes in that row. 


Figure A Figure B Figure C 
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> Find Marked Cubes at the Ends of Rows and Columns 


If you have marked a cube at the end of a row or column, and that row or column has a 
normal hint on it, then the group of cubes that can be marked must start from that end 
and continue for the number of cubes in the hint. For example, in a five-cube row that 
has a В hint on it and the leftmost cube already marked, you can mark the two cubes 
adjacent to the already-marked one and remove the other two cubes in the row. 


ca" — gan” — gee 


If one of the cubes on the ...then three cubes starting ...and the rest removed! 
ends is already marked... from that end can be marked... 


> Find Rows and Columns with (©) and [Ёў Hints 


Circle hints indicate that markable cubes will come in two separate groups. If a row with 
a@ hint already has one cube marked, then the cubes on either side of it can definitely 
be removed, as the two markable cubes must be separated by at least one cube to be 
removed. Similarly, square hints indicate three or more separate groups of cubes, so any 
individual marked cubes in a [8] row can have their neighbouring cubes removed. 


For the hint @ слана = с 


Two separate single cubes must be marked, so cubes adjacent to the already-marked 
one can be removed. 


For the hint ІЗ 


one can be removed. 
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> Work Out Possible Patterns of Markable Cubes 


For rows or columns with a circle or square hint, check if the total number of cubes in the 
row or column is equal to the hint number +1 (circle hints) or +2 (square hints). If this 
is the case, then you can mark the cubes on either end of the column. This is because a 
circle hint will need at least one cube of space between the number of cubes indicated in 
the hint, and a square hint will need at least two separate cubes of space, so the number 
+1 (circle) or +2 (square) is the minimum number of cubes that can contain that hint. 


р Example (Circle Hint) 


For a five-cube row that has а @ hint on it, the markable cubes can be either in a 1-3, 
2-2 or 3-1 pattern. 


The three layouts shown are the only possible ones in a five-cube row, 
so the end cubes, which are common to all three layouts, can be 
marked as shown on the right. 


р Example (Square Hint) 


For a six-cube row that has a [4] hint on it, the markable cubes must be in a pattern of 
2-1-1, 1-2-1 or 1-1-2. 


The three layouts shown are the only possible ones in a six-cube 
row, so the end cubes, which are common to all three layouts, can 
be marked as shown on the right. 
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